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LECTURE 5b – Anti-Aliasing – Example
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LECTURE 5 – Anti-Aliasing
Exercises:
1. Create a magnifying glass effect as follows:
· Create a rendered image

· Select a screen position using your mouse position

· Render a square tile (or shaped glass)

· Paste an enlarged section of the background image as a texture across the surface of the magnifying glass object (simple polygon will do)

· Apply anti-aliasing techniques to smooth out the jaggies

2. Motion Blur

· Create a motion blur effect for a fast moving object.

· Make a screen grab of the last frame before clearing the back buffer. Blend this image with the current frame.
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